Advanced Monopoly Official Rules 


For 2 to 8 players 


All of the official rules for "Classic Monopoly", which are included here, still apply 
exactly as written, with seven modifications: 


1.) The starting allowance for each player has been increased to $3,000. 
2.) The game is now played with three dice. 


3.) Penalties or taxes normally paid to the Bank resulting from a Chance or 
Community Chest card or landing on Luxury Tax or Income Tax are now allocated for 
the Jackpot. (see JACKPOT). 


4.) The standard complement of buildings has been increased to 68 houses, 26 
hotels, and 12 skyscrapers. 


(Skyscrapers are found in "Monopoly: The Mega Edition".) 


5.) The standard complement of Chance and Community Chest cards has been 
increased to 66. 


6.) Salary has been increased to $500. 


7.) The rules for taking another turn and going to and getting out of Jail have been 
altered to include a third die. 


Object: 


The object of the game is to become the wealthiest player through buying, renting, 
and trading property with the intention of bankrupting all opponents. 


Equipment: 


Gameboard, 3 dice, 8 tokens, 68 houses, 26 hotels, 12 skyscrapers, 66 Chance and 
Community Chest cards, 65 Title Deed cards, 32 Insurance Policy cards, play money, 
and a Banker's Tray. 


Preparation: 


Place the board on a table and shuffle the Chance and Community Chest cards and 
place face down on the board. Each player chooses one token to represent them 
while travelling around the board. Each player is given $3,000 divided as follows: 


1 $1,000, 3 $500's, 2 each of $100's, and $50's, 6 $20's, and 5 each of $10's, $5's, 
and $1's 


All remaining money and other equipment go to The Bank. 


Banker: 


Select as Banker a player who will also make a good Auctioneer. A Banker who plays 
in the game must keep their personal funds and assets separate from those of the 
Bank. When more than five persons play, the Banker may elect to act only as 
Banker and Auctioneer. 


The Bank: 


Besides the Bank's money, the Bank holds the Title Deeds, Insurance Certificates 
and buildings prior to purchase by the players. The Bank pays salaries and bonuses. 
It sells and auctions properties and hands out the proper Title Deed cards when 
purchased by a player and loans money when required on mortgages. 


The Bank also collects all loans and interest, and the price of all properties which it 
sells and auctions. Taxes are allocated to the Jackpot, and penalties resulting from a 
Chance or Community Chest card also go to the Jackpot, unless they are being paid 
to the Bank by an Insurance Company. 


The Bank never "goes broke." If the Bank runs out of money, the Banker may issue 
as much as needed by writing on any ordinary paper. 


The Play: 


Starting with the Banker, each player in turn throws the dice. The player with the 
highest total starts the play. Place your token on the corner marked "GO", then 
throw the dice and move your token in the direction of the arrow the number of 
spaces indicated by the dice. After you have completed your turn, play passes to 
the left. The tokens remain on the spaces occupied and proceed from that point on 
the player's next turn. Two or more tokens may rest on the same space at the same 
time. 


According to the space your token reaches, you may be entitled to buy real estate 


or other properties; or be obliged to pay rent, pay taxes, draw a Chance or 
Community Chest card, "Go To Jail", etc. 


If you throw triples, you move your token as usual, the sum of the three dice, and 
are subject to any privileges or penalties pertaining to the space on which you land. 
Retaining the dice, throw again and move your token as before. If you throw triples 
three times in succession, move your token immediately to the area marked "In Jail" 
(see JAIL). 


"Go": 


Each time a player's token lands on or passes over GO, whether by throwing the 
dice or drawing a card, (but not when using a Taxi Service), the Banker pays that 
player a $500 salary. 


The $500 is paid only once each time around the board. However, if a player 
passing GO on the throw of the dice lands 2 spaces beyond it on Community Chest, 
or 7 spaces beyond it on Chance, and draws the "Advance to GO" card, they collect 
$500 for passing GO the first time, and another $500 for advancing to it the second 
time by the instructions on the card. 


Buying Property: 


Whenever you land on an unowned property you may buy that property from the 
Bank at its printed price. You receive the Title Deed card showing ownership; place 
it face up in front of you. 


If you do not wish to buy the property, the Bank sells it at auction to the highest 
bidder. The buyer pays the Bank the amount of the bid in cash and receives the Title 
Deed card for that property. Any player, including the one who declined the option 
to buy it at the printed price, may bid. Bidding may start at any price. 


Paying Rent: 


When you land on a property that is owned by another player, the owner collects 
rent from you in accordance with the list printed on its Title Deed card. 


If the property is mortgaged, no rent or fares can be collected. When a property is 
mortgaged, its Title Deed card is placed face down in front of the owner. 


It is an advantage to hold all the Title Deed cards in a color-group (e.g., Boardwalk 
and Park Place; or Connecticut, Vermont and Oriental Avenues) because the owner 


may then charge double rent for unimproved properties in that color-group. This rule 
applies to unmortgaged properties even if another property in that color-group is 
mortgaged. 


It is even more advantageous to have houses, hotels or a skyscraper on properties 
because rents are much higher than for unimproved properties. 


The owner may not collect the rent if they fail to ask for it before the next player 
following throws the dice. 


"Chance" and "Community Chest": 


When you land on one of these spaces, take the top card from the deck indicated, 
follow the instructions and return the card face down to the bottom of the deck. 


A player may choose to "PASS" after drawing a Chance or Community Chest card by 
placing it on the Chance/Chest "PASS" space IF it is not already occupied by a 
player's token or another card. If it is occupied, the player must follow the 
instructions on the card he/she drew. (see PASS). 


The "Get Out of Jail Free" card is held until used and then returned to the bottom of 
the deck. If the player who draws it does not wish to use it, he/she may sell it, at 
any time, to another player at a price agreeable to both. 


"PASS": 


This space is used to discard a Chance or Community Chest card without following 
the instructions on that card. This is done by placing it on the PASS space if is 
vacant. "Vacant" is defined as not being occupied by a player's token or another 
card. Only one card may occupy this space at any time. When a player lands on 
this space and it has a card on it, he/she must follow the instructions on that card, 
then return it to the bottom of the deck; unless he/she has an insurance policy that 
covers the instructions on the card, in which case the player may present it to the 
owner of that respective company for settlement. 


"Income Tax": 


If you land here you have two options: You may estimate your tax at $500 and pay 
the Bank, or you may pay 10% of your total worth to the Bank. Your total worth is all 
your cash on hand, printed prices of mortgaged and unmortgaged properties and 
cost price of all buildings you own. 


On both the "Income Tax" and "Income Tax Return" spaces, you must decide which 
option you will take before you add up your total worth. 


"Jail": 


You land in Jail when... (1) your token lands on a space marked "Go to Jail"; (2) you 
draw a card marked "Go to Jail"; or (3) you roll triples three times in succession. 


When you are sent to Jail you cannot collect your $500 salary in that move since, 
regardless of where your token is on the board, you must move directly into Jail. 
Your turn ends when you are sent to Jail. 


If you are not "sent to Jail" but in the ordinary course of play land on that space, you 
are "Just Visiting", you incur no penalty, and you move ahead in the usual manner 
on your next turn. 


You can get out of Jail by... 


(1) Throwing triples on any of your next three turns; if you succeed in doing this you 
immediately move forward the number of spaces shown by your triples throw; and 
even though you had thrown triples, you do not take another turn. 


(2) Using the "Get Out of Jail Free Card" if you have it. 
(3) Purchasing the "Get Out of Jail Free Card" from another player and playing it. 
(4) Paying a fine of $50 before you roll the dice on either of your next two turns. 


If you do not throw triples by your third turn, you must pay the $50 fine. You then 
get out of Jail and immediately move forward the number of spaces shown by your 
throw. 


Even though you are in Jail, you may buy and sell property and buildings and collect 
rents. 


"Free Parking": 


A player landing on this space does not receive any money, property or reward of 
any kind. This is just a "free" resting place. 


Houses: 


When you own all the properties in a color-group you may buy houses from the 


Bank and erect them on those properties. 


If you buy one house, you may put it on any one of those properties. The next house 
you buy must be erected on one of the unimproved properties of this or any other 
complete color-group you may own. 


The price you must pay the Bank for each house is shown on your Title Deed card 
for the property on which you erect the house. 


The owner still collects double rent from an opponent who lands on the unimproved 
properties of their complete color-group. 


Following the above rules, you may buy and erect at any time as many houses as 
your judgement and financial standing will allow. But you must build evenly, i.e., 
you cannot erect more than one house on any one property of any color-group until 
you have built one house on every property of that group. You may then begin on 
the second row of houses, and so on, up to a limit of four houses to a property. For 
example, you cannot build three Houses on one property if you have only one house 
on another property of that group. 


As you build evenly, you must also break down evenly if you sell houses back to the 
Bank (See SELLING PROPERTY). 


Hotels: 


When a player has four houses on each property of a complete color-group, he/she 
may buy a hotel from the Bank and erect it on any property of the color-group. 
He/she returns the four houses from that property to the Bank and pays the price 
for the hotel as shown on the Title Deed card. Only one hotel may be erected on any 
one property. 


Building Shortages: 


When the Bank has no houses, hotels or skyscrapers to sell, players wishing to build 
must wait for some player to sell them to the Bank before building. If there are a 
limited number available and two or more players wish to buy more than the Bank 
has, they must be sold at auction to the highest bidder. 


Selling Property: 


Unimproved color-group properties, railroads, utilities, insurance companies, and 
taxi cab companies (but not buildings) may be sold to any player as a private 


transaction for any amount the owner can get; however, no property can be sold to 
another player if buildings are standing on any color-group property or corporation. 
Any buildings so located must be sold back to the Bank before the owner can sell 
any property of that group. 


Houses, hotels and skyscrapers may be sold back to the Bank at any time for one- 
half the price paid for them. 


All houses on one color-group must be sold one-by-one, evenly, in reverse of the 
manner in which they were erected. 


All hotels on one color-group may be sold at once, or they may be sold one house 
at a time (one hotel equals five houses), evenly, in reverse of the manner in which 
they were erected. 


Mortgaging of Color-Group Properties: 


Unimproved properties can be mortgaged through the Bank at any time. Before an 
improved property can be mortgaged, all the buildings on all the properties of its 
color-group must be sold back to the Bank at half price. The mortgage value of each 
property is printed on its Title Deed card. 


No rent can be collected on mortgaged properties, but rent can be collected on 
unmortgaged properties in the same group. 


In order to lift the mortgage, the owner must pay the Bank the amount of mortgage 
plus 10% interest. When all the properties of a color-group are no longer 
mortgaged, the owner may begin to buy back houses at full price. 


The player who mortgages property retains possession of it and no other player 
may secure it by lifting the mortgage from the Bank. However, the owner may sell 
this mortgaged property to another player at any agreed price. If you are the new 
owner, you may lift the mortgage at once if you wish by paying off the mortgage 
value plus 10% interest to the Bank. If the mortgage is not lifted at once, you must 
immediately pay the Bank 10% interest when you buy the property and if you lift 
the mortgage on another turn or in between the turns of other players, you must 
pay the Bank an additional 10% interest as well as the amount of the mortgage. 


Bankruptcy: 


You are declared bankrupt if you owe more than you can pay either to another 
player or to the Bank. If your debt is to another player, you must turn over to that 
player all that you have of value and retire from the game. 


In making this settlement, if you own buildings you must return these to the Bank in 
exchange for money to the extent of one-half the amount paid for them; this cash is 
given to the creditor. 


If you have mortgaged property you also turn this property over to your creditor but 
the new owner must at once pay the Bank the amount of interest on the loan, which 
is 10% of the value of the property. The new owner who does this may then, at 
his/her option, pay the principal or hold the property until some later turn, then lift 
the mortgage. If he/she holds property in this way until a later turn, they must pay 
the interest again upon lifting the mortgage. 


Should you owe the Bank, instead of another player, more than you can pay 
(because of taxes or penalties) even by selling off buildings and mortgaging 
property, you must turn over all assets to the Bank. In this case, the Bank 
immediately sells by auction all property so taken, except buildings and insurance 
policies. A bankrupt player must immediately retire from the game. The last player 
left in the game wins. 


Miscellaneous: 


Money can be loaned to a player only by the Bank and then only by mortgaging 
property. No player may borrow from or lend money to another player. 


Jackpot: 


The Banker manages the Jackpot. At the start of the game, and immediately after a 
player wins a Jackpot, the Banker places $1,000 in the pot. Taxes and penalties 
collected by the Banker are set aside for the Jackpot, which is progressive. 


Upon landing on the Jackpot space, the player rolls the three dice. If a 7 or an 11 is 
rolled, the player claims the Jackpot. When triples are rolled, the player gets an 
extra chance to roll 7 or 11. If triples are thrown three times in succession, the 
player collects a double Jackpot! 


(The player does NOT go to Jail for rolling triples three times!) 


Note that if an Insurance Company is paying a penalty due to a Chance or 
Community Chest card being presented by a policyholder for payment, that money 
is paid to the Bank, and NOT collected for the Jackpot. 


Transit Stations: 


The four transit stations allow the player to move from the lower tier to the upper 
tier, and vice-versa. Upon landing on a Transit Station, the player follows the arrow 
to the railroad space, pays the owner the necessary fare, then rolls the dice again 
and proceeds to the left. If the Railroad is unowned, the player may purchase it from 
the Bank before rolling the dice. If the player declines to purchase, the Railroad is 
immediately put up for auction. 


If a Railroad is mortgaged or unowned, then fare is paid to the Bank. 


Token Spaces: 


Upon landing on one of these four spaces, the player may e/ther advance to the 
unowned color-group property of the /east value on the board and either 
purchase it immediately or put it up for auction, OR advance his/her token the value 
of any one die, two dice, or all three dice. 


If the lowest valued property is located on the upper tier, and the player's token is 
on the lower tier, OR if the player's token is on the upper tier and the lowest valued 
property is located on the lower tier, then the player advances his/her token 
FORWARD until the Tunnel space is reached. The player then advances via the 
Tunnel and proceeds to the left, until the appropriate property is reached. If the 
player passed GO, salary is collected. 


The player may not move backwards from a Token space. Travel is always to the 
left. 


When travelling via the Tunnel from a Token space, the player does NOT roll again 
upon exiting the tunnel. 


Memorial Group: 


The three spaces composing the stone structure marked "In Memoriam” are just like 
"Free Parking"...nothing happens, and no rent is paid for landing on any of these 
three spaces. Just solemnly pay your respects to the creators of Monopoly. 


The player who owns "Eternity Road" and "Memory Lane" may erect houses and 
hotels on these properties, but there is mo consolidation option for this group. 


Tunnel: 


Upon landing on a Tunnel space by a roll of the dice, the player immediately 
moves to the opposite Tunnel space, rolls the dice again, and moves accordingly to 


the left. 


The player does NOT roll the dice again when traversing the Tunnel while using a 
Taxi Cab service, or when advancing to the /east-va/ued color-group property from a 
Token space, or when directed to advance to a particular space by a Chance or 
Community Chest card. 


Taxi Cabs: 


If a player lands on one of the four taxi cab companies, he/she may optionally pay 
the owner the necessary fare and advance to any property on the board, owned or 
unowned. Non-property spaces and all corner spaces except the Tunnel are 
excluded. The player does NOT collect salary for passing GO! 


If a cab company is mortgaged or unowned, then fare is paid to the Bank. 


"Reverse Direction": 


These two spaces mean to reverse the usual direction of play until otherwise 
directed; that is, when the player draws a Chance or Community Chest card that 
directs the player to advance to a particular space, the player rolls triples three 
times in succession and goes to Jail, or until the player's token: 


A.) Passes or lands on GO. 
B.) Lands on a Tunnel space. 


C.) Upon landing on a Taxi Cab space, the player may choose to use this service, 
and move either forward or backward. If not, then play continues in reverse. 


D.) Lands on a Transit Line space. 
E.) Lands on one of the two "Go to Jail" spaces. 


F.) Lands on one of the four Token spaces. 


Insurance Companies: 


The Insurance Companies protect the insured player from penalties incurred from 
either a drawn Chance or Community Chest card or landing on the "PASS" space 
with an applicable Chance/Community Chest card on it. When a player purchases a 
policy, the first premium is due immediately to the owner of that company and an 
insurance certificate is issued by the Bank. The player must have a policy with the 


corresponding company in order to defer penalties or receive benefits. The 
policyholder pays the necessary premium to that company's owner every time his 
or her token lands on the corresponding Insurance Company space. 


(Premiums are based upon how many policyholders a given company currently has 
in game play.) 


(The owner of an insurance company does not purchase a policy for him/herself and 
is considered immune to all Chance/Community Chest cards drawn that are 
applicable to that company.) 


When a policyholder draws a card from Chance, Community Chest or PASS for which 
that player is covered by a policy, the card is presented to the owner of the 
corresponding Insurance company, who in turn pays the penalty to the Bank or cash 
benefits to the policyholder. The owner does NOT have the option of using the 
"PASS" space for cards presented by policyholders for payment. 


An insurance policy may be traded or sold at any time to another player at a price 
agreeable to both, and the new policyholder therefore agrees to pay the 
corresponding premiums. 


If an Insurance Company is mortgaged, premiums are paid at 50% the printed rate 
until the mortgage is lifted; and all policies sold remain in effect. 


If the owner of an Insurance Company goes bankrupt, and the player's debt is to 
another player, then that player becomes the new owner and all active policies 
remain in effect. The official rules for receiving mortgaged property from a bankrupt 
player still apply. (see BANKRUPTCY). 


If the owner of an Insurance Company goes bankrupt, and the player's debt is to 
the Bank, all policies sold are rendered null and void, and all Certificates are 
surrendered to the Bank. 


Consolidation of Color Groups: 


The Banners above each color group allow the player to consolidate all properties of 
a group into a single unit. To do so, all properties of a group must be fully 
developed, with a hotel on each. The player returns all hotels to the Bank and 
purchases a skyscraper, which is placed on the Banner. 


(Once a color-group has been consolidated, it can never be deconsolidated; except 
when a player goes bankrupt and that player's debt is to the Bank. It is considered 
a single unit until a player goes bankrupt whose debt is to the Bank.) 


If necessary, the player may mortgage this property. To do so, the skyscraper must 
first be sold back to the Bank at 50% the price paid. To lift the mortgage, the player 


must pay the mortgage plus 10% interest. 


However, if the player chooses NOT to purchase a skyscraper right away after lifting 
the mortgage on a consolidated group, OR sells the skyscraper back to the Bank 
without mortgaging, the rent that player then collects is the same as if the group 
was fully owned but unimproved, which is doubled on unimproved lots. 


If the owner of a consolidated group goes bankrupt, and the player's debt is to 
the Bank, then the group is deconsolidated and each property is auctioned off 
individually. 


If the owner of a consolidated group goes bankrupt, and the player's debt is to 
another player, then that group remains consolidated. The official rules for 
receiving mortgaged property from a bankrupt player still apply. (see BANKRUPTCY). 


Consolidation of Taxi Companies, Railroads, Utilities, and Insurance 
Companies: 


Once a player owns all companies in a group AND lifts any mortgages on them, 
he/she may then purchase a skyscraper from the Bank for $1,000 and place it on 
the corresponding space in the middle of the board. Only one skyscraper occupies 
this space at any time. 


If necessary, the player may mortgage the corporation. At this time, the skyscraper 
is sold back to the Bank at 50% the price paid and all Title Deeds in that group are 
turned over and placed on the corresponding space in the middle of the board, and 
no rents or fares may be collected. 


However, "Safe Harbor Mutual, Inc." may collect premiums at 50% the printed rate 
when mortgaged. This is done because, unlike the other corporations, this company 
has liability in the form of claims and benefits which must be paid out. 


To lift the mortgage, the player must pay the mortgage plus 10% interest. The 
player may then purchase a skyscraper from the Bank at full price at his or her 
discretion; however if the player chooses not to erect a skyscraper immediately 
upon lifting the mortgage, OR sells a skyscraper back to the Bank without 
mortgaging, then the corporation is considered unconsolidated. 


( Taxi Companies, Railroads, Utilities, and Insurance Companies are only considered 
consolidated if a skyscraper is standing on that property.) 


If the owner of a corporation goes bankrupt, and the player's debt is to the 
Bank, then each property is auctioned off individually. 


If the owner of a corporation goes bankrupt, and the player's debt is to another 
player, then that group remains consolidated. The official rules for receiving 


mortgaged property from a bankrupt player still apply. (see BANKRUPTCY). 


“Monopolis" manhole cover: Represents the 6 utility companies, Gas, Electric, Water 
Works, Phone, Sewer System, and Internet Service Provider. 


"Grand Monopolis Railways": Represents the 4 railroads/transit lines, B&O, Short 
Line, Reading, and Pennsylvania. 


"Safe Harbor Mutual, Inc.": Represents the 4 Insurance companies, Quibble, Blue- 
Sky, Pro-rate and Exception. 


"Metro Taxi": Represents the 4 cab services: Gingham, Imperial, Checker, and 
Harlequin. 


